Alchemy: 


Alchemy is the new science of the Continent. The earliest alchemists brought their secrets from 
Zerrikania. Zerrikania is the birthplace of Alchemy. Indeed the very word comes for the Zerrikanian “al- 
kimiya.” Alchemy is both the investigation of the natural world and a system of philosophical and 
spiritual beliefs. 


Alchemist schools are found in many places, the most renown of course is the Faculty of Alchemy in the 
University of Oxenfurt. Of course, not all alchemists are trained there; most alchemists start their 
careers as an apprentice to a senior Alchemist. While there is an Alchemists’ Guild, the Guild is not an 
all-encompassing organization. Several smaller fraternities also exist, but the Guild is the largest. 


Alchemical Substances: 


The number of different formulae known to alchemists is nearly beyond reckoning. Most alchemists will 
have their own signature brew and there are many different versions of many potions and oils which can 
be found in many texts passed around by alchemists. 


These myriad of different recipes are typically divided into three groups; Potions, Oils and Bombs. 


Potions are substances which are designed to be ingested. Normally, the potion is designed to confer 
some manner of benefit to the imbiber. However, harmful or poisonous potions are also known to exist 
for those ruthless enough to use them. 


Oils are substances designed to be applied to blades or other weapons in order to enhance the qualities 
of the weapon. Some oils are designed to cause enhanced damage to specific targets. Others are 
insidious poisons meant to kill an enemy indirectly. 


Bombs are the last and rarest alchemical creations. The first bombs were brought by merchants from 
faraway Zerrikania. They remain rare devices in the Northern Kingdoms and few alchemists have the 
means to craft them. 


Alchemy Skills: 


Alchemy uses the Craft skill (Pg. 57, Legend Core Rulebook). However, each Alchemical substance has 
its own craft skill. These skills are independent of each other. 


Craft (Potions, Oils or Bombs) (DEX+INT) 


Alchemy crafting: 


In order to mix a potion, an alchemist must have the formula or else he is only mixing together 


ingredients at random to no effect. Simply throwing ingredients at random into a pestle and mashing 


them up is not sufficient to yield a potion. Many ingredients must be boiled, rendered, distilled or 


otherwise purified before they are useful and different quantities can have different effects. Thus, a 


bomb might actually use the same combination of ingredients as a potion but the bomb may have 


completely different effects. 


In order to craft an alchemical potion, bomb or oil the Alchemist must take a considerable amount of 


time to carefully mix all the ingredients. The more powerful a potion is, the longer it takes to mix. 


First the Alchemist needs a quiet place to work. Second, he needs to remember the recipe. An alchemist 


can memorize as many recipes as he has INT. Of course, many alchemists know more recipes than that 


so they write them down in huge illuminated manuscripts. The stealing of other Alchemist’s work is 


common. So common that most tomes of alchemical lore are written in a secret code that only the 


alchemist can understand. It takes an hour for the alchemist to read the recipe and understand it well 


enough to make a potion, oil or bomb. 


Once the recipe has been decoded, it’s time to mix the ingredients. The crafting time for any potion is 


listed in its description. 


Once the time has elapsed, the alchemist must make an Alchemy skill roll appropriate to the item being 


crafted. For the results, consult the chart below. 


Item Type 


Potion 


Oil 


Bomb 


Critical Success 


Exceptional potion- 


Exceptional Oil- Same 


Powerful bomb- Choose 


One potion as Potion one enhancement or 
enhancement Increase the bombs 
burst radius by half 
again 
Success Potion Crafted Oil Crafted Bomb Crafted 
Failure Potion Failed- The Oil Failed- The Bomb Failed- The 


Alchemist made a 
mistake somewhere 
and must start again 


Alchemist made a 
mistake somewhere 
and must start again. 
One of the ingredients 
is wasted. 


Alchemist made a 
mistake somewhere 
and must start again. 
All ingredients spoiled. 


Critical Failure 


Ingredients Spoiled- The 
potion is bad. The 


Bad Oil- All ingredients 
are spoiled and the 


KABOOM- The mixture 
detonates prematurely. 


Alchemist must make alchemist must start The alchemist must 


an immediate over. pass an Evade test or 
Perception test. If he take 1d6 damage to 1d4 
fails, he thinks the random locations with 
potion is still good. no armor protection. 


When drunk, the potion 
grants NO beneficial 
effect and the imbiber 
must roll on the 
overdose table. 


Alchemical enhancements: 


When an alchemist scores a Critical Success on crafting a potion, oil or bomb he may choose to enhance 
it by adding one of the following bonus effects: 


Improved Potency - The Potion has a greater Strength than normal, increasing the die rolled by one 
level, boosting a 1D3 to a 1D4, a 1D4 to a 1D6, a 1D6 to a 1D8 and so on. If the potion or oil gives a fixed 
benefit, the alchemist may increase that benefit by one. 


Improved Rating - The alchemist may boost the Potion's potency by his relevant Alchemy skill's chance 
of rolling a Critical. 


Improved Duration - The Potion's effects last for longer than normal, add half again to its duration. 


Improved Shelf Life - The Potion lasts for half as long again before it spoils. 


Mixing potions, oils and bombs is a highly involved process. In order to mix a potion, an alchemists must 
have three things. The correct ingredients in the proper proportion as listed in each item’s description, 
an alchemy workshop with the necessary tools, and a base. 


Bases 


Alchemical bases vary depending on the substance being mixed. All bases have a rating which varies 
from 3-5. This is how many ingredients the base can accommodate and how powerful the potion, oil or 
bomb crafted with that base can be. 


Potion bases must be some manner of alcohol, the stronger and purer the better. 


Oils can be applied to both blades and blunt weapons. They require some manner of grease, typically in 
the form of rendered animal fats or oil. 


Finally, there are bombs. Bombs are a relatively recent invention based on highly flammable powders 
which were imported first from Zerrikania. 


Ingredients: 


Potion Ingredients can be any manner of things from plants, to rocks to monster body parts. All 
ingredients contain one of 6 substances. In order to mix a potion, bomb or oil the correct number of 
each ingredient must be mixed with the potion base. The order is unimportant. 


The 6 alchemical ingredients are: 
@& Vitriol 
@ Rebris 
@ Aether 


rie) Quebrith 


ee Hydragenum 


& Vermillion 


Each ingredient is represented by a different colored symbol. Each colored dot represents one measure 
of that substance which must be mixed in to make the potion. 


Depending on what the ingredient comes from it can be more or less difficult to extract. Plants can 
simply be picked. Monster parts are a little more complicated. Generally, extracting usable parts from a 
monster requires a good sharp knife and a Survival or Lore (Fauna) roll. Using an Anatomy kit can yield 
additional measures of usable ingredients. Exactly what ingredients can be harvested from a monster 
are listed in that monster’s description. 


Toxicity: 


Despite the wonderful and useful substances that can be crafted with Alchemy, the practice is not 
without its downfalls. Many of the substances in alchemical potions are toxic in large doses and quite 
often they build up in human tissues with devastating results. 


All potions come with a toxicity rating. This is the number of toxicity points that are building up ina 


character’s body. Any character can tolerate a level of toxicity equal to their CON. If this number is 


ever exceeded, the target must immediately make a Resilience test against a potency equal to the total 


accumulated Toxicity x 5 


If they fail, they must roll on the overdose chart to determine the effects. The effect lasts for a number 


of minutes equal to the victim’s total accumulated Toxicity. 


Overdose Table: 


D100 Roll 


Effect 


01-14 


Nausea: The victim cannot eat and must roll against 
Resilience any time he performs a stressful physical 
action to avoid becoming physically sick. This sickness 
lasts for 1d3 rounds during which the victim cannot act 
and suffers a level of Fatigue until rested. 


15-28 


Confusion: The victim cannot use any knowledge, 
communication of magic skill. 


29-42 


43-56 


Fever: The victim’s body temperature fluctuates wildly 
from hot to cold and muscles ache. All skills are halved 
and the victim suffers from Nausea. 


Hallucination: The victim experiences delusions and 
cannot differentiate real from imagined experiences. His 
skills and abilities are unaffected, but his ability to relate 
to the real world is seriously impaired and characterized 
by fear, panic or compulsion to attack. 


57-70 


Mania: The victim is driven by some compulsion such as 
to avoid water, paranoia, attack companions and so 
forth. The exact nature of the delusion is left up to the 
GM. The GM is encouraged to choose whichever 
delusion would be the most harmful, dangerous or 
inconvenient depending on the circumstance. 


71-84 


Unconsciousness: The victim lapses into 
unconsciousness for a number of minutes equal to his 
total accumulated toxicity. When he wakes up, he will 
have a level of Fatigue. 


85-99 


Blindness: The victim is struck blind. If the resistance 
test was simply failed, the victim recovers his sight in a 
number of minutes equal to his total accumulated 
Toxicity. If the Resistance test was fumbled, the effect is 


permanent until healed. 


100 Death: Roll another Resistance test. If the test is failed, 
the victim dies immediately. If they succeed, the victim 
lapses into unconsciousness. The victim lives for a 
number of minutes equal to his CON. A successful 
healing roll, cure poison or similar spells or application of 
a White Honey potion can stabilize the victim. They will 
remain unconscious for a number of hours equal to their 
total accumulated Toxicity. 


Toxcitiy is reduced by one for every hour, though some potions like White Honey can purge it 
completely. 


Alchemy Recipes: 
Format: 


All Potion Recipes are listed in the following format: 


Potion Name 
Ingredients: 
Difficulty: 
Crafting Time: 


Additional Items Required: 


Application: Onset Time: 
Duration: Resistance Time: 
Potency: Resistance: 
Toxicity: 


Conditions/Benefits: 


All others use the following 


Item name 
Ingredients: 
Difficulty: 
Crafting Time: 


Additional Items Required: 


Application: Onset Time: 
Duration: Resistance Time: 
Potency: Resistance: 


Conditions/Benefits/Effects: 


An alchemical substance’s statistics are divided into two groups. The first group describes what is 
necessary to make the potion, bomb or oil. This includes the formula’s name, the ingredient 
combination needed to make it, the difficulty for the Alchemy check, the crafting time required for each 
dose of a potion and any additional items required for the device or potion dose. For example, most 
potions and oils require a glass vial to hold the finished product. Most bombs require a forged metal 
casing to hold the explosive powder. 


Potions: 
Acid 
Alchemy can be used to create a vial of very strong acid using the correct combination of ingredients. 
Ingredients: @ @ @ (for Weak Acid) 
@@@ @ (For Strong Acid) 


@@@@ @ (For Concentrated Acid) 
Difficulty: Routine (+0%) for Weak Acid and Strong Acid 
Hard (-40%) for Concentrated Acid 
Crafting Time: One hour (Weak acid), Two Hours (Strong Acid), Four Hours (Concentrated Acid) 


Additional Items Required: A glass vial to hold the acid. Concentrated Acid will dissolve all by the 
purest glass. To hold concentrated acid, the Alchemist must use a special vial that costs 20 Orens. 


Application: N/A Onset Time: Instant 
Duration: Special Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Conditions/Benefits/Effects: As detailed under the Acid on Pg. 76 of the Legend core rulebook. 


Bindweed 


Bindweed is a potion that makes the body highly resistant to acid and acidic damage by causing the 
body’s sweat glands to excrete sweat with a higher than normal pH value which neutralizes many acids 
on contact. 


Ingredients: @d@ 
Difficulty: Routine (+0%) 
Crafting Time: Three hours 


Additional Items Required: A glass vial to hold the potion. 


Application: Ingested Onset Time: 1d6 minutes 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 3 


Benefits: Bindweed grants 3 bonus armor points against Acid. Any acid splashed on the character will 
have its damage reduced by one step automatically in 4 rounds. Note that the bonus armor applies only 


to the imbiber’s body. Any objects carried by or worn on the character take damage from the acid 
normally. 


Black Blood 


A potent and powerful potion, Black Blood was devised by Vampire hunters to trap the beasts with their 
own urges. Black Blood saturates the imbiber’s tissues and blood with a potent substance which is a 
lethal poison to Vampires and Necrophages. Unfortunately, this potion has a very high toxicity. 


Ingredients: @eée@ @ @ 
Difficulty: Hard (-40%) 
Crafting Time: Four Hours 


Additional Items Required: A glass vial to hold the potion. 


Application: Ingested Onset Time: 1 Hour 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxcitiy: 10 


Benefits: Black Blood turns the imbiber’s blood to poison. Whenever a creature with the Vampire or 
Necrophage descriptor successfully bites the imbiber, that creature must resist the below poison. Black 
Blood can also be used to poison one of these creatures by mixing the raw potion with human blood 
(and only human blood). However, this is not as effective. Drop the potency by half. 


Black Blood Poison 

Application: Ingested Onset Time: Instant 

Duration: 8 hours Resistance Time: On Resistance Roll 
Potency: 90 Resistance: Resilience 


Effect: Death. The victim must roll another Resilience test, if the victim fails they die immediately. If 
the victim succeeds, they lapse into unconsciousness and live for a number of minutes equal to their 
CON score. 


Blizzard 


Blizzard is a potion that is favored by swordsmen and duelists because of the edge it gives them in battle. 
Blizzard works by greatly improving the imbiber’s reflexes and reaction time. To the imbiber of a 
Blizzard potion, the world seems to be moving in slow motion. 


Ingredients: @@ @ @ 
Difficulty: Hard (-40%) 
Crafting Time: Two hours 


Additional Items Required: A glass vial to hold the potion 


Application: Ingested Onset Time: 1d3 minutes 
Duration: 2d6 minutes Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxcitiy: 4 


Benefits/Effects: The imbiber gains a +20% bonus to all Dodge and Parry tests and +5 to Strike Rank. 
However, because the world seems to be moving in slow motion the imbiber has a hard time 
understanding spoken words. The imbiber must pass a Perception test to understand spoken language. 


Cat 


The Cat potion dilates the imbiber’s pupils and heightens the sensitivity of the rods and cones in his eyes, 
granting them the ability to see in all but total darkness. 


Ingredients: @ ® @ 
Difficulty: Easy (+20%) 
Crafting Time: One hour 


Additional Items Required: A glass vial to hold the potion 


Application: Ingested Onset Time: 1D3 Combat Rounds 


Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 1 


Benefits: The Cat potion grants the imbiber the Night Sight ability as described in Monsters of Legend 


De Vrie’s Extract 


De Vrie’s Extract is quite similar to Cat and is derived from the same formula, but De Vrie’s Extract is 
much more powerful. In addition to granting the ability to see in the dark, De Vrie’s Extract 
turbocharges the senses making even small details seem like bright beacons. 


Ingredients: @ @dd@ 
Difficulty: Difficult (-20%) 
Crafting Time: Three Hours 


Additional Items Required: A glass vial to hold the potion. 


Application: Ingested Onset Time: 1 minute 
Duration: 1 hour Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 4 


Conditions/Benefits: De Vrie’s Extract grants the Dark Sight ability as described in Monsters of Legend. 
It also grants +40% to all Perception tests. 


Fisstech 


Fisstech. The very mention of this almost luminous, white powder brings to mind dens of indolent 
addicts, crime-ridden slums run by ruthless crime lords and unscrupulous alchemists willing to profit 
from the suffering of others. Fisstech is a potent drug that induces a sensation of euphoria along with 
heightened alertness and energy. Unfortunately, it is also highly addictive and just one dose is often 
enough to get a user permanently hooked. 


The Northern Kingdoms have long wrestled with the problem of Fisstech addiction and drug dealers. At 
present, the penalty for manufacturing Fisstech in almost every kingdom in the north is death by 
hanging. 


Ingredients: ® Se e@ee@ 
Difficulty: Routine (+0%) 
Crafting Time: One Hour 


Additional Items Required: Unlike most potions, Fisstech is rendered into a powdered form before 
consumption. 


Application: Ingested Onset Time: 1d3 Minutes 

Duration: 1 Hour Resistance Time: One Resistance Check 
Potency: 100 Resistance: Resilience 

Toxicity: 0 


Conditions: Addiction. When a character uses Fisstech, they must make an immediate Resilience check. 
If they fail, they become addicted to the drug. Once the dose wears off, that character gains a level of 
Fatigue. This Fatigue level is permanent and cannot be removed except by magic, but that only lasts for 
the duration of the spell. The only way to get rid of this fatigue level is to either take more Fisstech or 
shake off the addiction. This level of Fatigue is removed when under the effects of Fisstech. 


In order to shake off the addiction, the character must quit cold turkey. Every week without Fisstech, 
the character must pass a Resilience check. If they pass three checks in a row, they shake off the 
addiction. 


Full Moon 


Full Moon is an all-purpose potion. Warriors imbibe it when they are unsure exactly what sort of 
opponent they will be facing. Full Moon greatly increases physical durability by dulling pain and 
increasing blood clotting slightly. The main drawback to the Full Moon potion is its high toxicity 


Ingredients: &@eee@ 
Difficulty: Hard (-40%) 


Crafting Time: Four Hours 


Additional Items Required: A glass vial to hold the potion 


Application: Ingested Onset Time: 1d3 minutes 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Toxicity: 7 


Benefits: Full Moon grants a number of temporary hit points to each hit location equal to the maximum 
Hit Points of that location. Full Moon can only take effect once, the imbiber must wait until the potion 
has fully worn off before he can drink another. Drinking a second Full Moon potion while still under the 
effects of the first grants no benefit, but the potion toxicity still applies. 


Golden Oriole 


Golden Oriole is an absolutely crucial potion to have when facing enemies with poisoned attacks. 
Golden Oriole bonds chemically to the carriers for many poisons and renders them inert, preventing the 
poison from reacting with living tissue. 


Ingredients: @22ee@ 
Difficulty: Routine (+0%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the potion. 


Application: Ingested Onset Time: 1 combat round 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 

Toxicity: 4 


Benefits: When Golden Oriole takes effect, it instantly neutralizes the effects of any poisons currently 
affecting the imbiber. After that point, the imbiber gains a +50% bonus to Resistance checks against 
poison. Note that Golden Oriole cannot cancel the effect of Potion Toxicity Overdose. 


Kiss 


The Kiss potion greatly increases the body’s ability to clot wounds. Kiss reduces susceptibility to 
bleeding and for those who can afford it, it can save lives. 


Ingredients: @22@ 
Difficulty: Simple (+20%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial to contain the potion 


Application: Ingested Onset Time: 1d3 Combat Rounds 
Duration: 8 Hours Resistance Time: N/A 

Potency: N/A Resistance: N/A 

Toxicity: 4 


Conditions/Benefits: When ingested, Kiss instantly staunches any bleeding and grants a +50% bonus to 
resist Bleeding combat maneuvers or poisons that cause bleeding. 


Maribor Forest 


Maribor Forest is a potion created by the Druids to aid in casting more powerful spells. It creates a 
magic conduit inside the imbiber’s body which the imbiber can use to draw more of the Power for casing 
spells. However, the potion does make it easier for spirits to possess the imbiber. 


Ingredients: @ ] or) 
Difficulty: Routine (+0%) 
Crafting Time: Three Hours 


Additional Items Required: A glass vial to hold the potion. 


Application: Ingested Onset Time: 1 minute 
Duration: 8 Hours Resistance Time: N/A 


Potency: N/A Resistance: N/A 


Toxicity: 5 


Conditions/Benefits: When Maribor Forest takes effect, the imbiber’s maximum Magic Points are 
increased by %50. However, the imbiber is at -20% to resist Spirit Possession while under the effects of a 
Maribor Forest potion. 


Perfume 


A sweet-smelling concoction that ladies apply to their skin to mask bodily odors and attract the 
attentions of the opposite sex. 


Ingredients: re) 
Difficulty: Routine (+0%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished product. 


Application: N/A Onset Time: N/A 
Duration: N/A Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Toxicity: N/A 


Conditions/Benefits: None, other than smelling nice. Many merchants will buy it and it can be given as 
a gift if you are so inclined. 


Petri’s Philter 


Petri’s Philter was created by a Mage to increase the power and potency of his spells. It works by 
increasing magical activity in the body. This does make spells more powerful but also has the effect of 
making one’s magical talents harder to control. 


Ingredients: @ @ ® @@ 
Difficulty: Difficult (-20%) 
Crafting Time: Four Hours 


Additional Items Required: A glass vial to hold the potion 


Application: Ingestion Onset Time: 1d3 Combat Rounds 


Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance:N/A 
Toxicity: 9 


Benefits: When imbibed, Petri’s Philter increases magical activity. All spells cast by the imbiber count as 
being one degree of Magnitude higher than normal with no extra Magic Point cost. 


Swallow 


Swallow is a potion that works by greatly enhancing the body’s natural healing abilities. Minor cuts heal 
in seconds and even deep wounds can close in a matter of minutes. That said, it only enhances these 
abilities, it doesn’t supplant them. Not all wounds can be healed by this brew. 


Ingredients: @ @@e@ 
Difficulty: Routine (+0%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the finished potion 


Application: Ingested Onset Time: 1 Minute 
Duration: 2 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 4 


Benefits: The Imbiber of a Swallow potion regenerates 1 hit point per minute to all Lightly Wounded 
locations and 1 hit point per hour to all Seriously wounded Locations. However, Swallow cannot treat 
Serious Wounds. Seriously Wounded hit locations do not gain any healing from the Swallow potion. 


Tawny Owl 


Tawny Owl creates a magic conduit inside the imbiber’s body which significantly enhances the speed at 
which the user can regenerate magic. 


Ingredients: @ @s@ 
Difficulty: Routine (+0%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished potion 


Application: Ingested Onset Time: 1 minute 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 4 


Benefits: The Imbiber of a Tawny Oil potion regains 1 Magic Point per minute while under the effects of 
the Tawny Oil potion. 


Thunderbolt 


The Thunderbolt potion is a mild form of steroid that works by greatly enhancing the strength of the 
imbiber’s muscles. The imbiber of a Thunderbolt potion will find that his sword swings are more 
powerful. However, Thunderbolt also heightens aggression and fills the imbiber with a sense of 
invincibility. Many warriors find themselves throwing caution to the wind while under its influence. 


Ingredients: @ @ &@ @@ 
Difficulty: Difficult (-20%) 
Crafting Time: Four Hours 


Additional Items Required: A glass vial to hold the finished potion. 


Application: Ingested Onset Time: 1d6 minutes 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Toxicity: 6 


Conditions/Benefits: The imbiber of a Thunderbolt potion may increase their Damage Bonus by one 
step and gain +20% to all tests involving raw physical Strength. However, they also take a -40% penalty 
to all defense tests. 


White Gull 


A strong intoxicant and mild hallucinogen, White Gull was created originally by Witchers as a way to 
pass the long, winter evenings in their isolated fortresses. However, alchemists soon discovered that it 
makes an excellent quality base for potions. 


Ingredients: @2@ @ 
Difficulty: Simple (+20%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished product. 


Application: Ingested Onset Time: 1 minute 
Duration: 2 hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 0 


Benefits: When ingested, White Gull functions as a strong alcohol. Those who become drunk on it find 
themselves with mild, pleasant hallucinations. White Gull can also function as a potion base. Rating: 5. 


White Honey 


Developed to counter the increasingly high toxicity of powerful potions. White Honey works by bonding 
with the toxic compounds in most potions and rendering them inert. Unfortunately, this is a double 
edged sword since it has the effect of cancelling active potion effects. 


Ingredients: @ 8 @ 
Difficulty: Difficult (-20%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the finished potion. 


Application: Ingested Onset Time: 1 Combat round 


Duration: Immediate Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 0 


Benefits: The imbiber’s toxicity is instantly reduced to zero. However, any potion effects active are 
instantly cancelled as soon as White Honey takes effect. 


White Raffard’s Decoction 


Developed to save mortally wounded or dying Witchers, White Raffard’s decoction is a potent healing 
brew, but one that carries with it terrible risks due to its high toxicity. 


Ingredients: @ 8 @@ 
Difficulty: Difficult (-20%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the finished potion 


Application: Ingested Onset Time: 1d4 Combat Rounds 
Duration: Immediate Resistance Time: N/A 

Potency: N/A Resistance: N/A 

Toxicity: 8 


Benefits: The imbiber immediately heals 2d8 Hit Points starting with the most heavily wounded location 
and working up. This potion cannot regenerate severed or mangled limbs, however. Only Magic or the 
Healing skill can do that. 


Willow 


The Willow potion works by greatly enhancing the sensitivity of the inner ear and improving balance and 
hand-eye co-ordination. Imbibers of Willow become very steady on their feet and are very hard to trip 
or knock down. 


Ingredients: ee ® 
Difficulty: Difficult (-30%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the finished potion 


Application: Ingested Onset Time: 1 minute 
Duration: 8 Hours Resistance Time: N/A 
Potency: N/A Resistance: N/A 
Toxicity: 6 


Benefits: The imbiber of a Willow potion gains a +50% bonus to tests to avoid slipping, falling or being 
knocked down or tripped. 


Wives’ Tears 


So named because it is the salvation of many a marriage. Wive’s Tears quickly eliminates the effects of 
alcohol intoxication. 


Ingredients: @ @ ® 
Difficulty: Simple (+20%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished product 


Application: Ingestion Onset Time: 1d4 minutes 
Duration: Immediate Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Toxicity: 3 


Benefits: Wives’ Tears completely negates the effects of alcohol intoxication. 


Oils: 


Argentia 


A thick, red-colored liquid, Argentia is oil developed by the Witchers specifically for use on silver 
weapons. Argentia greatly improves the cutting power of a silver weapon and it significantly enhances 
the damage dealt. 


Argentia remains potent on a silver weapon for two hours 
Ingredients: ® & @@ @ 

Difficulty: Difficult (-20%) 

Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished oil 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 
Potency: 0 Resistance: None 


Benefits: When a silver weapon coated with Argentia deals damage, it deals and additional 1d4 damage 
bypassing armor. However, Argentia is highly corrosive to iron or steel. If Argentia is applied to an iron 
or steel weapon, the oil is immediately spoiled and the weapon takes an immediate 1d6 points of 
damage bypassing armor. 


Brown Oil 


Thick brownish oil, the creatively named Brown Oil is based on the anti-coagulants excreted by Giant 
Leeches. Brown oil prevents blood from clotting and is mixed with a substance that also causes blood 
vessels in surrounding tissues to burst, accelerating the process. 


When applied to a blade, brown oil keeps its potency for one hour. 
Ingredients: ee © @@ 

Difficulty: Routine (+0%) 

Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the oil 


Application: Injection Onset Time: Instant 
Duration: 2d4 Hours Resistance Time: One roll per hour 
Potency: 70 Resistance: Resilience 


Conditions: Bleeding. All locations wounded by a weapon coated in Brown Oil bleed for 1 damage 
every hour. A successful Heal Check can end the bleeding on one location. Magical healing will end the 
bleeding effect immediately. 


Crinfrid Oil 


This thick, greenish-yellow oil was first developed in the city of Crinfrid in Redania and it is from Crinfrid 
that the oil takes its name. Crinfrid oil is an insidious substance. When introduced into an open wound, 
the oil causes a terrible burning pain so intense that it becomes difficult to move the affected location. 


Once applied to a blade, Crinfrid oil retains its potency for one hour. 
Ingredients: @ @ee@ @ 

Difficulty: Routine (+0%) 

Crafting Time: Two Hours 


Additional Items Required: A glass flask to hold the oil 


Application: Injection Onset Time: 1d3 Combat Rounds 


Duration: 2d6 Minutes Resistance Time: One Resistance Test 
Potency: 65 Resistance: Resilience 


Conditions: Agony. If the victim fails his Resistance roll, the poisoned location is incapacitated with pain. 
The effect continues until the duration ends or a successful Heal skill is made. 


Hanged Man’s Venom 


Often crafted from the body parts of slain necrophages, Hanged Man’s venom is a fearsome tool of 
assassination often used by highly paid assassins. This deadly, fast acting poison causes the soft tissues 
of the throat to swell up, choking the victim. Those who survive the experience equate it to being 
hanged, which is where the name comes from. 


Hanged man’s venom is only effective against humans and nonhumans. Animals and monsters are not 
affected by it. 


Hanged Man’s venom loses potency as soon as the first blow by a coated weapon is struck. 
Ingredients: 2e@ &@ @ @ 

Difficulty: Hard (-40%) 

Crafting Time: Four Hours 


Additional Items Required: A glass flask to hold the oil. 


Application: Injection Onset Time: 1d8 Combat rounds 
Duration: 1d6 Minutes Resistance Time: On resistance Roll per minute 
Potency: 80 Resistance: Resilience 


Conditions: Asphyxiation. The affected victim collapses and is incapacitated. He suffers damage per the 
Asphyxiation rules on Pg. 76 of the Legend core rulebook. A successful heal check by another character 
(not the affected) can open the airway and allow the victim to breath ending the asphyxiation effect. 


Insectoid Oil 


Specialized blade oil created by Witchers, Insectoid oil is a specialized blade coating which inflicts 
increased damage to insectoid creatures such as Kikimores, Endregas and Arachae. 


Once a weapon is coated with Insectoid oil, it remains potent for three hours. 
Ingredients: @ ®@@ 

Difficulty: Routine (+0%) 

Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished oil. 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 
Potency: None Resistance: None 


Benefits: When any weapon deals damage to an insectoid creature, that creature takes 1d6 extra 
damage bypassing armor. 


Necrophage Oil 


Specialized blade oil created by Witchers, Necrophage oil is a specialized blade coating which inflicts 
increased damage to necrophages such as Ghouls, Graviers and Devourers. Note: this does NOT 
include Drowners. 


Once a weapon is coated with Necrophage oil, it remains potent for three hours. 
Ingredients: @22e@ 

Difficulty: Routine (+0%) 

Crafting Time: One Half-Hour 


Additional Items Required: A glass vial to hold the finished oil. 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 


Potency: None Resistance: None 


Benefits: When any weapon deals damage to a Necrophage, that creature takes 1d6 extra damage 
bypassing armor. 


Ornithosaur Oil 


Specialized blade oil created by Witchers, Ornithosaur oil is a specialized blade coating which inflicts 
increased damage to ornithosaurs such as Wyverns, Cockatrices and Basilisks. Note: this does NOT 
include Dracoforms such as Slyzards or True Dragons. 


Once a weapon is coated with Ornithosaur oil, it remains potent for three hours. 
Ingredients: @ @ @ @ 

Difficulty: Routine (+0%) 

Crafting Time: One Hour 


Additional Items Required: A glass vial to hold the finished oil. 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 
Potency: None Resistance: None 


Benefits: When any weapon deals damage to an Ornithosaur, that creature takes 1d6 extra damage 
bypassing armor. 


Specter Oil 


Specialized blade oil created by Witchers, Specter oil is a specialized blade coating which inflicts 
increased damage to incorporeal or semi-corporeal beings such as Ghosts, Wraiths and Genies. Asan 
added benefit, the oil also allows mundane weapons to harm otherwise incorporeal creatures 


Once a weapon is coated with Specter oil, it remains potent for three hours. 


Ingredients: @ @ @ 


Difficulty: Routine (+0%) 


Crafting Time: One Half-Hour 


Additional Items Required: A glass vial to hold the finished oil. 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 
Potency: None Resistance: None 


Benefits: When any weapon deals damage to a Specter, that creature takes 1d6 extra damage 
bypassing armor. The weapon is also able to damage incorporeal creatures even if it would normally be 
unable to. 


Vampire Oil 


Specialized blade oil created by Witchers, Vampire oil is a specialized blade coating which inflicts 
increased damage to Vampires such as Fleders, Alps and Bruxae. 


Once a weapon is coated with Vampire oil, it remains potent for three hours. 
Ingredients: 2@@0606 

Difficulty: Difficult (-20%) 

Crafting Time: Two Hours 


Additional Items Required: A glass vial to hold the finished oil. 


Application: Weapon Onset Time: Instant 
Duration: None Resistance Time: None 
Potency: None Resistance: None 


Benefits: When any weapon deals damage to a Vampire, that creature takes 1d6 extra damage 
bypassing armor. 


Bombs: 


Devil’s Puffball 


The Devil’s Puffball, sometimes referred to as a Peasant’s Fart sprays a cloud of choking, toxic gas. 
Anyone caught in the burst radius will find their eyes burning and will be unable to breathe. This bomb 
is ineffective against creatures resistant to poison 


Ingredients: @@ee@ 
Difficulty: Routine (+0%) 
Crafting Time: Two Hours 


Additional Items Required: A clay jar. 


Application: Bomb Onset Time: Immediate 
Duration: 1d8 combat Rounds Resistance Time: One roll per round 
Potency: 60 Resistance: Resilience 


Conditions/ Effects: When a Devil’s Puffball detonates it creates a cloud of toxic, choking gas 6m across. 
Anyone caught in the blast radius or entering the cloud must make a Resitance test every round or be 
affected by the Asphyxiation and Blindness conditions. These conditions end as soon as the cloud 
dissipates or the victim leaves the cloud. 


Dancing Star 


When the Dancing Star bomb detonates, it sprays the area around it with a shower of burning oil. 
Witchers rarely use fire in combat as it conjures up shadows that can be disorienting during a fight. 
However, when facing hordes of monsters, they often set aside finesse in favor of using weapons of 
mass destruction. The Dancing Star, a bomb that bursts flames, is one such weapon. 


Ingredients: @ @e@ @ @ 
Difficulty: Difficult (-20%) 
Crafting Time: Four Hours 


Additional Items Required: A clay or glass jar. 


Application: Bomb Onset Time: Immediate 
Duration: 2d4 combat rounds Resistance Time: One Resistance Roll 
Potency: N/A Resistance: Evade 


Effects: When Dancing Star detonates, it sprays a 4m square area with burning oil which burns for 1d6 
damage per round for 2d4 combat rounds. Anyone caught in the burst radius must pass an evade test 
or be sprayed with burning oil on 1d4 hit locations which continues to burn for the duration or until 
extinguished. 


Dragon’s Dream 


The members of certain Zerrikanian religious sects claim that Dragon's Dream’s are filled with visions of 
all-consuming, destructive fire - from whence the bomb's name comes. Upon detonation, the bomb 
releases a cloud of gas that ignites violently when exposed to an open flame. 


Ingredients: @@ ® 8 @ 
Difficulty: Diffcult (-20%) 
Crafting Time: Two Hours 


Additional Items Required: A glass vial 


Application: Bomb Onset Time: 1d2 Combat rounds 
Duration: 1d4 minutes Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Effects: When the vial containing Dragon’s Dream shatters, it releases a cloud of gas that quickly fills an 
8m area. This gas does not immediately explode, but if it is exposed to an open flame, the gas 
detonates violently. Anyone in the gas cloud when it explodes takes 6d8 damage divided as evenly as 
possible over all hit locations. Larger creatures take the damage to whatever locations are in the gas 
cloud. 


Flare 


Flares are simple bombs which do not deal any real damage. Instead, they burn brightly and illuminate 
the surrounding area. 


Ingredients: @ @ @ 
Difficulty: Simple (+20%) 
Crafting Time: One Hour 


Additional Items Required: A Simple cloth sack 


Application: Bomb Onset Time: Immediate 
Duration: 2d6 Combat Rounds Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Effects: The Flare burns twice as brightly as a torch. While it does no damage by itself, it can ignite 
flammable materials. 


Grapeshot 


One of the main applications of the explosive powder developed by Alfred Nabel, the Grapeshot bomb is 
a simple metal shell filled with explosive powder. When the explosive charge detonates, the shell 
fragments and showers everyone in range with shards of metal. 


Ingredients: @ @@ @ 
Difficulty: Routine (+0%) 
Crafting Time: Three Hours 


Additional Items Required: A forged metal case for the bomb costing 50 orens. 


Application: Bomb Onset Time: Instant 
Duration: Instant Resistance Time: N/A 
Potency: N/A Resistance: N/A 


Effects: When a Grapeshot bomb explodes, it strikes all targets ina 5m area. All targets struck take 6d6 
damage divided as evenly as possible over all hit locations. 


Red Haze 


Red Haze is perhaps the most insidious invention of the Zerrikanian alchemists. The reddish haze 
emitted by the bomb is highly psychoactive. Anyone who inhales it is almost immediately overtaken by 
terrifying hallucinations. 


Ingredients: @e @ @@ 
Difficulty: Difficult (-20%) 
Crafting Time: Four Hours 


Additional Items Required: A glass vial 


Application: Inhaled (Bomb) Onset Time: 1d3 combat rounds 


Duration: 1d6 minutes Resistance Time: One Resistance roll at start. Plus one resistance roll 
every time the affected would do something against their nature like 
attack a friend. 


Potency: 80 Resistance: Persistence 


Effects: Hallucinations. The victim is immediately overcome by terrifying visions. Friends turn into 
enemies or beasts from the victim’s worst nightmares. The victim may attack his companions or flee in 
terror depending on his personality. 


Samum 


Zerrikanian wizards have learned to harness the energy of hot desert storms and bind it into an arcane 
mixture. When detonated, the Samum releases this energy and stuns opponents with the ferocity of 
desert winds. 


Ingredients: @ @ @ @ 
Difficulty: Routine (+0%) 
Crafting Time: Two Hours 


Additional Items Required: A small silk bag 


Application: Bomb Onset Time: Immediate 


Duration: Immediate Resistance Time: One resistance roll 
Potency: 80 Resistance: Resilience 


Effects: When a Samum bomb detonates, it causes no damage. However, it released a tremendous 
concussion and flash of light affecting all targets within a 5m radius. The target must make an 
immediate resistance test or be Dazed for 1d3 combat rounds. Dazed targets may not attack or make 
any actions other than to move at half speed. 


Stenchbulb 


Sometimes referred to as the “Peasant’s Wife’s Fart.” The Stenchbulb bomb is sometimes considered to 
be a lesser variant of the Devil’s Puffball. When detonated, the Stenchbulb releases a cloud of intensely 
foul-smelling gas that can turn even a dwarf’s stomach. 


Ingredients: @@e & 
Difficulty: Simple (+20%) 
Crafting Time: One Hour 


Additional Items Required: A glass vial. 


Application: Bomb Onset Time: 1 Combat round 
Duration: 1D3 Combat Rounds Resistance Time: One test 
Potency: 40 Resistance: Resilience 


Effects: When detonated, Stenchbulb released a cloud of gas that covers a 5m Area. This cloud persists 
for 1D3 Combat rounds. Anyone entering the cloud must pass a Resistance test or be Nauseated for 1d6 
Combat rounds. 


Zerrikanian Sun 


Assassins from the sect known as the Zerrikanian Sun use this flash bomb to cover their escape after 
they eliminate a target. Sentries and guards blinded by the flash are more likely to attack each other 
than their opponent. The sect trains its assassins to close their eyes instinctively at the moment of 
detonation. 


Ingredients: @ @6@ 


Difficulty: Routine (+0%) 
Crafting Time: Two Hours 


Additional Items Required: A small silk bag 


Application: Bomb Onset Time: Immediate 
Duration: 1d3 combat rounds Resistance Time: One Resistance Test 
Potency: 60 Resistance: Resilience 


Effects: When a Zerrikanian Sun bomb explodes, it released a tremendous flash of light. Anyone 
within 10m who can see the bomb when it explodes must pass a resilience test or be Blind for 1d3 
combat rounds. 


